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Additional Translator's Notes: 


The translations for this book came from the official English 
translation by M. Kirie Hayashi. The translations have been 
compiled together by a third party. Any notes are indicated by T/N. 


For high quality image viewing, it is recommended that you view 
an original copy of the art book. This PDF exists purely for English 
readers to be able to understand the additional notes written by 
Shigenori Soejima and the rest of the Atlus staff. 


Any untranslated text is almost always headers/subtitles or labels 
(i.e. notes like "early draft" or character portrait model labels like 
"sad expression") that can usually be interpreted by context. 
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For the Protagonist's design, 
| went for a wild guy with a 
slightly bad attitude, something 
that isn't part of the "young man" 
archetype often used for main 
characters. | chose this concept 
because | wanted the main 
character of "Persona 4" to be 
defined by the player's choices, 
and also because | wanted to set 
him apart from the main 
character of "Persona 3". For me, 
creating a protagonist that was 
different enough from the main 
character of "Persona 3", while 
still ensuring that none of the 
player's choices would seem too 
out of character, meant offering a 
protagonist that wasn't too 
altruistic or too hung up on ideals 
like justice. If the Protagonist was 
a Power Ranger, he'd be the Blue 
Ranger. | think of the Red Ranger 
as being the obvious leader, with 
Fay steady brow and sparkling 
eyes. The Blue Ranger, on the 
other hand, stands silently by the 
Rad Ranger's side, often at an 
angle; ready to back his leader up 
withfan equal level of skill. 

ForáthejProtagonist's design, the 
feature lsfocused on most was his 
feyesmiathought that having his 
teyesipeeking out from under a 


ringe of hair would make for a 
cool look. | designed the collar of 
his school uniform to stand a bit 
aller than the other characters' 
collars in order to really bring out 
his intense look as well as the 
highlights in his eyes. The 
Protagonist's facial expression 
ooks like it's always set in a half- 
glare, and that was something I 
incorporated into Izanagi's design 
as well. 
designed Izanagi to be as manly 
as possible, a real "man's man". 
(laughs) As much as | wanted to 
pour all of that masculinity into 
he Protagonist himself, | felt it 
would be a bit too cliché if | made 
him look too much like a Japanese 
school cheering squad member. 
The design of his Persona, 
however, provided me with the 
opportunity to go a bit overboard. 
Arming Izanagi with what looks 
like a massive knife was also part 
of my plan to give him a truly 
manly look. The Izanagi from 
Japanese mythology is usually 
armed with a pike, but a knife is 
a more common item that is 
readily identified as a "dangerous 
weapon". If you walked around 
with a knife in your hand in real 
life today, it wouldn't be long 


Protagonist 


If the Protagonist was a Power Ranger, he'd be the Blue Ranger. 


before you were stopped by a 
police officer. Historically, 
however, knives were only 
carried by mature adults, men 
who had proven themselves to 
be capable of wielding a weapon 
responsibly; it was a symbol of 
manhood. As a result, it was 
common for young men to think 
that merely carrying a knife 
would be enough to make them 
a man, or at least to feel an urge 
to rush to the point where they 
would be granted that privilege. 
That aspect of youth psychology 
is reflected in the fact that the 
Protagonist's Persona is armed 
with a knife. 
For Izanagi-no-Okami's design, | 
simply wanted to take Izanagi 
and make him look even tougher. 
This was accomplished by giving 
him more pointy bits that stuck 
out, and making them harder, 
sharper, and longer. Pretty simple, 
right? (laughs) If you look closely, 
you'll see that Izanagi-no-Okami 
is wearing a necktie. Since Izanagi 
is dressed in the traditional school 
uniform of a young male, having 
Izanagi-no-Okami dressed more 
like a grown man going to work 
represented growth and maturity. 

[Soejima] 
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The main character needs to be well- 
rounded enough to be likable, bu 
also needs that extra little something 
to make him stand out from the rest 

of the cast. The “baby face” version 
that | sketched up was purely for the 

purpose of getting discussions going 
among the staff, as a way to point out 
that eradicating the main character's 

“special something” would make him 
too plain to carry a central role. 


Sa 


de High Socks 


v 
جم‎ 
Se 


DHOM UUDISES 


IFY C 


(© from SOEJIMA 
= 


Izanagi's feet have sharp edges, like 
skates. | actually went with this style 
for his feet because | wanted to give 
his design a Japanese flavor, and | 
based his footwear on the shape of 
tengu-geta, the kind of geta that only 
have one "tooth" This design makes 
him look taller, so | thought it was 
cool. (laughs) 
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osukeEgrew up in the city 


moving to the small 
countiyAtown that the game 
frakessplace in. | wanted to make 
suredhisidesign reflected this 
faspectzoighis character, so | gave 
Ihimfegsetfof headphones to set 
ima part from the other 
Characters: and this is also the 
[r'easonihejkeeps his unkempt 
nairstylegdyed brown. The main 
[tocustoflYosuke's design was to 
Mmakeghimpa good-looking guy. 
AShiaigasgnis role in the game is 
Yosuke acts as the 
fmouthithat voices the thoughts 
fandgopinions that the player no 
fdoubtahas while playing the 
gameminhese things cannot be 
voicediby/ the main character, of 
Coursessince he does not speak 
in the game. In other words, 
Yosuke is like the "Persona 4" 
version of Junpei from "Persona 
3". As a result, the development 
staff often referred to Yosuke as 
"Junpei" during development, 
despite the fact that we already 
had the name "Yosuke" for him. 
(laughs) Director Hashino 
insisted that | make Yosuke a 


"pretty boy" in order to make 
him distinct from Junpei, though 
that is not to say that Junpei was 
ugly or anything... (laughs) In 
order to grant Hashino's wishes, 
| paid a lot of attention to the 
shape of Yosuke's nose and the 
entire T-zone of his face in 
general while designing him. 
This is because a carefully 
crafted T-zone is a must when 
designing a handsome male 
character. 

With all of the Persona designs 
for this game, | tried to imagine 
what kind of image each 
character would form in their 
head when they heard the name 
of their Persona. For example, 
Jiraiya is a famous "noble rogue" 
in Japanese folklore who was a 
ninja bandit of sorts. There was 
more to the character, of course, 
but that's probably all Yosuke 
would know. My own personal 
take on Yosuke's character is 
that he is not a particularly 
artistic soul, and any 
visualization produced by his 
limited imagination would be 
simplistic and cheap. (laughs) So 


My,own personal take on Yosuke's character is that he is nota 
particularly artistic soul, and any visualization produced by his 
would be simplistic and cheap. 


when Yosuke heard the name 
"Jiraiya", he would connect the 
notion of a "noble rogue" with a 
"hero", which would mean a red 
scarf is a must; he would relate 
ninjas to sneaking around, which 
is where the camouflage pattern 
comes from; and when it came 
to Susa-no-O manipulating 
storms, he would of course 
assume that Susa-no-O needs a 
urbine. In this way, each 
Persona's design reflects its 
user's personality as much as it 
does the nature of the Persona 
itself. Jiraiya has camouflage 
patterns on his clothes because 
Yosuke likes that sort of thing. 
iraiya and Susa-no-O both have 
a similar style because that is 
how Yosuke would picture "the 
coolest superhero ever!". | 
avoided designing Jiraiya with 
any obvious joints in order to 
give him an appearance similar 
to those old toys that have a 
rubbery exterior with wires 
inside to allow for freeform 
posing. This reflects the fact that 
Yosuke sort of views his Persona 
as a toy. [Soejima] 
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Name: Yosuke Hanamura 
Gender: Male 

Date of Birth: June 22, 1994 (Cancer) 
Age: 16 (17) 

Height: 175cm 

Weight: 58kg 

Blood Type: A 
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hi Designing Yosuke was a relatively simple 
f process. Drawing good-looking males is 


iji / easy because you can rely on traditional 
/ concepts of what is attractive. It would be 
1 / difficult if | was asked to design multiple 


handsome characters for the same 
project, as making them all look distinct 
from one another could prove tricky. 
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Jiraya was the first Persona | 
designed for "Persona 4, and as 
such, he played an important role 
in defining the general direction of 
the Persona designs for the game. | 
knew that having too many designs 
with traditional Japanese themes 
would prove boring, and wouldn't fit 
in with the style of the game world, 
so | filtered through many different 
ideas during the design process. As 
a result, | did more rough sketches 
for Jiraya than any other Persona. 


Satonaka 


In some ways, Chie was the turning point that defined the overall 


Chie 


design flavor of the entire game. 


The concept for Chie's design 
was "a cute girl who could 
actually exist in real life". Trying 
to design a game character who 
seems like someone you could 
meet in real life meant | needed 
to pay close attention to her 
appearance. The hardest par 
was probably getting the righ 
balance between features like 
her creased double eyelids se 
over appealingly large eyes, and 
her slightly duck-like mouth. 
Another tricky balancing act was 
the shape of her head, as i 
couldn't be too long or too round. 
Once | had the shape of her head 
the way | wanted it, | still had to 
figure out how to put her hair on 
it. | was so picky that | convinced 
myself that | needed to rework 
her design quite a few times. 
One of the things that defines 
Chie as a character is her love of 
cheap, retro things like pins and 
other accessories. In some ways, 
Chie was the turning point that 
defined the overall design flavor 
of the entire game. | wanted to 
exaggerate the fact that the 
story takes place in a rural town, 
and one of the best ways to do 
that is to have someone running 
around in a jersey jacket. 
Unfortunately, the colors of a 


school jersey just didn't look very 
nice within the context of the 
game, so | had to think of 
something else. That's when | 
decided to try taking a retro- 
style approach to Chie's jersey. 
That was a real light bulb 
moment for me, when | realized 
that anytime | needed to put 
something "utterly lame" in to 
bring out the rural vibe, | could 
add a retro flavor to it to make it 
cool and in sync with the game's 
atmosphere. This is how Chie 
single-handedly set the design 
foundation for the rest of the 
game. For this reason, | think it's 
quite fair to say that Chie 
Satonaka truly embodies the 
identity of "Persona 4", which 
may be why the game's theme 
color (yellow) looks so darn good 
on her. 

Most of the Personae in "Persona 
4" were based on legendary 
figures from Japanese mythology 


say they're like Japanese 


legend. That's what made them 
so perfect for Chie, as they are 
like her role models. Since 
Chie's personal tastes were 
incorporated into the designs of 
Tomoe and Suzuka Gongen, they 
are depicted to be pretty 
physically macho. Tomoe's outfit 
is also an homage to Chie's 
favorite martial artist and movie 
star. Tomoe and Suzuka Gongen 
both have helmets on their heads 
because there was a rule that 
each Persona must wear. 
something to cover their fate. 
When working on these two, | 
tried to imagine whatga*person 
piloting a tank might wear to, 
cover their face, Pick that's how, 
the full-faced helmet look came 
about. That détision maygoleey 
have been, influenced by¿thejfact 


that | lovefmotorcycles@(laughs)} 
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and folklore. | guess you wg a "tosangof frog dab ike] 


superheroes. Tomoe and Suzuka 


Gongen aren't exactly what you 
might call major players i ir thes 
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[Soejima] 


OO 


Name: Chie Satonaka TET ko ok OH 
Gender: Female uo didi. x 

Date of Birth: July 30, 1994 (Leo) 
Age: 16 (17) 

Height: 158cm 
Weight: Muscle weighs more than 
fat, just so you know. 
Blood Type: B 
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Chie pays an average amount of‏ کے 
attention to her fashion, and she‏ 
dyes her hair. In order to preserve a‏ 
certain level of believability, all of the‏ 
characters in “Persona 4” were given‏ 
relatively natural hair colors that you‏ 
would expect to see regularly in real life.‏ 


Chie* Satonaka 
First Draft 


T/N: the official English translation for 

this says “Tae Satonaka” but the original 
Japanese character seems to be Chie's 
name, so | think it might have been an error. 
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Tomoe is armed with a naginata, but 

the blade portion is replaced with | 
beams of light, so | guess it would ۱ 
be called a “beam naginata’ The 

same goes for Suzuka Gongen's 

weapon. Personally, | like to imagine 

that Suzuka Gongen's weapon can 

be separated in the middle to be 

wielded as two sabers. (laughs) 


The armor on this 

arm should be the "d 
same as it is on 
the left arm. 
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ukiko 
Amagi 


Lknewsthat "the woman" Kona dan kuya s design would have 
o.revolve around things like a 
zand.the.c 


e ye ae mn اسم‎ femininity, so | designed*herto, sure | did right by her. The fact that 


wasäthe$stereotypicalfjapanese make,a sort of visual pai Wi the the overflowing inner light is so 
beautyml hestactgthatashegwasmmmpersona, Izanagi. "Thegmanu bright that it blurs the outline of 
designed tobecan-almost-symbolicummlzanagigsedesign incorporates her body is a reference to the 
and mangagishäbeautitulfgir re lementstlikeis gakuran) (male) mythological Amaterasu being the 
makes her designistylefclosetto NS CO O lu ni form) bladelfnd WWaoddess of the sun. It also helped 
Yosuke's, so Shemcouldmbey eco نت‎ so am to, keep things simple, as | was 
considered the polargoppositeto A ic? womanaiKonohana, Sakuya's worried that an intensely detailed 
Chie, who was designedptogb Moe sion A wouldinave togrevolve design would take away from the 
more of a realistic girl. focused Wesroundkthingstlike, a cheerleader, fharacter's divinity. The blade she 
heavily on Yukiko's eyesand) Wpompomsmsakurapblossomsmand is wielding is the Kusanagi-no- 
eyebrows, as | felt those wouldibem \themgcolompinka@g@laughs)¥Ihe  Tsurugi, which is also the weapon 
the best features with whichgto} pompomstarej shaped like fans used by Naoto's Yamato Takeru. 
convey her strong core. To give off Did anyone notice that? 
that-classic Japanese beauty vibes] Completely ignoring the question 
usedifeatures that were of whether it is okay for two 
consideredgbeautiful back in the instances of this sword to exist at 
idayalikegeyes that are slightly the same time, | armed them both 
angledmupward and thicker with the Kusanagi-no-Tsurugi to 
eye ۷۳۷۳۴۴۵۰ the kind of girl stay true to mythology. The true 
WANG Id look greatin traditional Konohendssakuyaywassfiguring out Kusanagi-no-Tsurugi of lore is 
Japanese clothing. The part | had [aBwavatoltie hergcheerleader actually said to be a double-edged 
۲0009001051 careful with was her fashiongto herisomewhat blade, but most people imagine a 
ibangsalf | had cut a hard, straight Ultrarnan- esque face. It was tough, traditional, single-edged Japanese 
linegwith her bangs, she would — [butfalso a lot of fun. | don't often katana when they hear that there 
Ihavelbeen a bit too creepy, like Cute colors in my designs, so was a Japanese sword called 
fthosefold Japanese dolls. That's working with so much pink was Kusanagi-no-Tsurugi, which is why 
bwhylllintentionally left her bangs quite a treat and made Konohana | designed it as such for its 
uneven and somewhat parted, Sakuya the most enjoyable appearances in "Persona 4". The 
Wukiko's Persona, Konohana Persona to work on... though | do designs for the arm pieces were 
SakUya, does not technically have hate having to draw her whole based on the "Kyokujitsujukosho", 
Fagwhole lot to do with Izanagi as body because it's such a hassle. the second class of the Order of 
far as mythology is concerned. (laughs) the Rising Sun... but I will refrain 
However, she is the goddess who Amaterasu is such a well-known from going into details on that. 
Stands as the epitome ¿of goddess that | wanted to make (laughs) [Soejima] 
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Name: Yukiko Amagi 

Gender: Female 

Date of Birth: December 8, 1994 
(Sagittarius) 

Age: 16 (17) 

Height: 164cm 

Weight: It's a secret. 

Blood Type: O 
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In the game, Yukiko wears a cardigan 
during the winter months, but my 

first design actually had her in a 

red sweater. Personally, | prefer the 
sweater because it reminds me of the 
sweaters that were popular during my 
parents' time, and I thought it suited 
the game's retro theme. 
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Konohana Sakuya doesn't have toes or 
heels because she is always floating. | 
believe that characters who are always 
floating look better without completely 
formed feet. On top of that, | also happen 
to really like this shape. 
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Kanjigmaintains a self-imposed his looks. Plus, the idea that 
Fdistancegbetween himself and someone who looks so scary 
others fbyfplaying the role of actually turns out to be a really 

[rebel When, designing nice guy is also much more 
Kanjimiptriedstogchanneltimages of interesting story-wise. Designing 
outlaws gihe kullfonihis, دنو ا‎ an intimidating face involved 


Ihispwaygotfennouncinghjustghowg elements like narrowed eyes, and 
| Dadighesisealongawith his pierced a lack of open space between the 
carstandidyedihairaliliterallyafilled, eyebrows and eyelids. It is my 
teus 


designgwithtrademarkstoig hope that players saw Kanji as an 
۔اعادہ ج‎ eRoverkiland' unfortunate soul who suffered 
ridiculouslygopviousgthingsplike from prejudice based on his 
thepskullgshirtgandgthegwayane appearance. There are two things 
fwearsinisfgakurangeregellfmesnt about Kanji's design that I'm 
Foshintatgthestactgthatgthististjust always very aware of when 
[3iracaderDutioniby, someonejwho drawing him. The first is the 
füocsmürealiviknowawhatbeingia, slightly concave appearance of his 
e رو‎ overdoing forehead. This was just one of 
thefrebel look#lawas"ableitormake) those details that | thought would 
Kanji than] make him look tougher and more 
hoodlum gondfnoldfhimfintofe Nih violent. The other is his hairline... 
Kortfotfcomicalfpresence@Bcsedi have this tendency to place his 
fongtheseghintstandghisedialoguemm™mnairline farther and farther back 
MESUL eR سنوید تللضو تجح ھت“‎ | draw him, and it got 
surmisedithatihe!stactuallVAo nico tod the point where the staff 


guy: [Startedittading jokes about Kanji 
Fandghisgmale pattern baldness. 
AG nclodingpbelonginghtopagpike@mmmrnat-sgwhygl always consciously 
ت لے‎ pe oy y pushihisihairline forward when 
Homose xue lave ken Kae madrawing him. (laughs) 
pakani CMA ake Mikazuchi is the god of 
ythoughtyitgwouldimakemmmlightningwsogthe Persona's arms 
Senserosiogosipeoplelmakingju a Leginiassivesgenerators. The 
rumors abouLhimbased solel yon MS Ke letonfpamifjobais there to 


Tatsumi 


It is my hope that players saw Kanji as an unfortunate soul who 
suffered from prejudice based on his appearance. 


match him up with Kanji's shirt 
and general preference, but also 
because seeing flashes of a 
person's skeleton is a common 
effect when someone is hit by 
lightning. Of course, some people 
point out that, because Take- 
Mikazuchi is the one who looks 
like a skeleton, it's him who's 
getting struck by lightning, not 
the one who's striking others with 
it. (laughs) | guess you could say | 
added a bit of a comical touch to 
his design to match that of Kanji's. 
| picture Kanji being all, "Look! 
He's a skeleton! How cool is 
that!?" Rokuten Maoh's design 
was based on Nobunaga Oda, 
with the pointy bits on his face 
meant to represent Nobunaga's 
mustache, and the round piece on 
his head meant to represent 
Nobunaga's helmet. The flame 
decals all over his body were 
supposed to match Kanji's tank 
top, and | imagined him being all 
happy about it, saying, "That 
looks so American! My Persona is 
badass!" But once again, some 
people pointed out that this may 
be taken as a joke about how 
Nobunaga was burned to death 
within Honno-ji. (laughs) 

[Soejima] 
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Name: Kanji Tatsumi 

Gender: Male 

Date of Birth: January 19, 1996 
Age: 15 (16) 

Height: 183cm 

Weight: 65kg 

Blood Type: A 


TAKEMIKADUCHI 


o from SOEJIMA 


Early on in development, Kanji was 
intended to be the delinquent senior. 

| had this image of an outlaw in my 
head, and for me, when I think of an 
outlaw student, | think of a musician. 
Couple that with my personal formula of 
"music + retro = rockabilly’ and you'll 
understand why | kept pushing these 
rockabilly-flavored designed for Kanji. 
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4 ~~ | have this personal rule that states, "a 
Persona must be a humanoid on the 
inside.’ | know Take-Mikazuchi looks 
like a robot, but he's really not. If you 
look closely at his joints, you will see 


that they are quite organic. 


The real Rokuten Maoh 
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Please make the arms 
simple tubes instead of 
motors, We don't need 
the red and blue cables. 


With regard to the contents of Teddie' s 1۷۷ا‎ 


planned on having al 


that would offer the Sere and therefore most fun surprise 


The decision to use a bear for 
Teddie's external appearance is 
rooted in Director Hashino's 
instructions to make Teddie "an 
adorable character with a visual 
appeal that everyone will love". | 
don't have any actual scientific 
data to back this up, but according 
to Director Hashino, "Cute equals 
something big and fluffy that can 
envelop you with a sense of 
acceptance." Based on that, | 
figured we should go with a bear. 
(laughs) Teddie was supposed to 
be a pretty loose and easy 
character, but you never really 
know where a design journey is 
going to take you, and that was 
certainly the case with Teddie. We 
eventually arrived at a slightly 
dated design based on retro toys 
like those old celluloid dolls. 
Generally speaking, the characters 
that remain in people's hearts the 
longest are those whose designs 
are simple and delicately refined. 
The opposite approach would be 
to add era-specific trademarks or 
cues, resulting in what feels like a 
dated design. | intentionally went 
with the latter route for Teddie, 
using two main colors and buttons 
that get smaller as they go down. 
The shape of Teddie's head is 
reminiscent of an astronaut's 
helmet. What | was trying to 


eddie 


| pop out because we Hart 


express with Teddie's design Was 
a sort of retro future, an era of the 
recent past when genuine hope 
was something shared by all. With 
regard to the contents of Teddie!s 
suit, we had initially planned 
having a beautiful girl popfout 
because we thought thatgwould 
offer the biggest, andgtherefore 
most fun surprisemWhengwe} 
switched ۱۵٠ female 
character, howeveräthatzresulted 
in us changingfourmindsjaboutar 
the 8 حا‎ ny New, 


dho 6 liidb jala, 225 WP GUS 
symbolfrogiaoldfonithefperiodid 
[tablegandithelsKin Minis Kintaro 4 
imeansegoldginyJapanesemWhengl 
firstesubmittedithistdesignmaltew) 
effüro cilii abel didi 
Iheads#sayingult'sinotrigntforze 
یں‎ to > Basedgongstupid 
jokestugButälimfnotäthefone 
makingkthe Stupid jokes; al 
Teddie®(laughs)} Teddies "Personas 
constantlysspouts punstand jokes; 
50 seemed onlyirightithatlits 
020 appearanceswouldfalso 
containtsillVabitsiintitsiphysical 
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"sparklinglygbeautiful youn mang 
tobe inside Teddie, so that'siwhat 
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[Manga] andgthateclone 
kindfotgmakesghimplookglike he 
belongstingthe}tantasyggenre. His 
shimmeringggolden hair and 
sparkling bluefeyestare just part of 
the "beautiful young man" 
stereotype, and are not meant to 
suggest anything about his 
heritage or nationality. 
Kintoki-Douji's design was based] 
on a Kintaro toy. To maintain the 
same "retro toy" vibe that Teddie 
has, Kintoki-Douji has a bluegviny| 
cape. The missile carrie 
Kintoki-Douji is supposedfto]b 
sort of a joke, as the 7 
called the tomahawk, ۵1 


Name: Teddie 
Gender: Male? / Male 
Date of Birth: ۱ dunno 
Age: | dunno 
Height: | dunno / 170cm (human form) 
Weight: I dunno / 55kg (human form) 
Blood Type: | dunno 
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just thought that would make for a much 


"sparkly" to suit his appearance. Initially, 
more entertaining surprise. 


| was going for more of a full-on "little 
boy" style, but in the end we went with 
something that matched his "prince" 
image. There are two reasons Costume 
Teddie and Human Teddie don't share 
any design elements; because they are 
two separate entities, and because we 


Human Teddie's clothing is very 
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Teddie is technically a costume, 
but due to the positioning of the 
arms and legs, a person wouldn't 
really be able to wear him. (laughs) 
| mentioned something about my 
personal rule on one of Take- 
Mikazuchi's pages, but both Teddie 
and Kintoki-Douji are exceptions to 

my rule, as neither is designed to fit a 

human inside. 


Deform it for this 
' particular visual 
balance. 
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But then it occurred to me that idols are a product of fantasy, 
so ails would be a great way to symbolize that. 


At first, | was planning to make 
Rise into a classic female bully, 
and this was an idea | randomly 
came up with purely on my own. 
With the setting being a rural 
town and the design theme being 
retro, | thought it would be great 
to have a female bully with a 
long skirt wielding a shinai or 
chain. But when it was decided 
that Kanji's character was to be 
"the delinquent", we also started 
rethinking Rise's combat role. 
Once Rise was settled into a 
supportive role, | knew | had to 
change my design direction. | 
pondered what kind of character 
the players would want to be 
supported by, and an idol seemed 
like the right answer. Just as | was 
shifting gears into idol mode, 
Director Hashino suggested that | 
make her "a pretty girl with an 
inner conflict". This concept for a 
cute but emotionally complex idol 
was the foundation for Rise's 
design. 

The toughest decision | had to 
make was with regard to Rise's 
hairstyle. | started off with a 
graceful, long, and straight 


hairstyle, but that lacked the 
slight "manufactured image" 
quality that | wanted Rise to 
have. Idols are an illusion of sorts, 
so | wanted her appearance to 
seem fake to a certain degree. | 
always lay down a few personal 
rules whenever | work on a 
project, and one of my "Persona 
4" rules was that | wouldn't cross 
the line into a realm of outlandish 
fiction... so heterochromia was 
pretty much out of the question. 
(laughs) Along the same lines, | 
figured that pigtails were 
something that you really only 
see on television, so | discounted 
that idea as well. But then it 
occurred to me that idols are a 
product of fantasy, so pigtails 
would be a great way to 
symbolize that. Another element 
that | put a lot of thought into 
was her eyes. If | made her irises 
too large, she would look too 
innocent and simple to have two 
sides to her character. | tried to 
strike a good balance between 
her iris and sclera in order to 
make it believable that there 
might be another side to this cute 


idol. As a side note, | also tried to 
give her hair a lot of volume, as | 
felt that would add to her "fake" 
image. 

Himiko's body is the only thing 
that is in line with Rise's idea of 
what the historical figure looked 
ike, while the head is totally an 
antenna. Historically, it is said 
that Himiko ruled over her lands 
with shamanic powers, and | 
hought the antenna would be a 
good modern representation of 
those powers. The goggles are 
ike Himiko's crown, and Rise 
wears them in order to monitor 
the others. The antenna's 
honeycomb pattern is a reference 
to the shamanic practice of 
divination through turtle shells. 
Himiko can only function when 
Rise is wearing the goggles, so 
she was not designed as a 
Persona who directly joins 
battles. This is also reflected in 
Himiko's long dress, which would 
be difficult to maneuver in. Since 
Kanzeon is capable of gathering 
more information than Himiko, | 
added additional layers to her 
antenna. [Soejima] 
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Name: Rise Kujikawa 

Gender: Female 

Date of Birth: June 1, 1995 (Gemini) 
Age: 15 (16) 

Height: 155cm (at end of career) 
Weight: 41kg (at end of career) 
Blood Type: AB 
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۱ from 80۸ 
Early on, | was going to design Rise as 
a bully character, so a lot of the early 
drawings show a more intimidating 
Rise. (laughs) When | started design- 
ing Rise as an idol, | looked to real life 
idols for inspiration, particularly newer 
idols that still seemed to be straddling 
the line between the life of a star and 
that of a civilian. 
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The inner side of 
the ring glows. 


T applied color 
adi to make the 
dress easier to 
see here, but 
please make it a 
pure white silk, 
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Initially, | was going to add more 
‘mechanical bits to Himiko to make it so 
that the character could actually ride 
on top of her. Unfortunately, limitations 
like the screen size forced us to settle 
for this simpler design. 
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The Naoto on the cover of this book was drawn as a female 
character, so you can see that she does have breasts. 


Naoto was initially planned to be 
a male character, but was 
changed to female during the 
course of development, so all of 
my early design drafts depict her 
as a male. Naoto was designed to 
be a "young detective boy", and 
to me, that meant he needed a 
very particular hat. Once | finished 
designing her and put the hat on 
her, | was like, "Yep, that there's a 
young detective boy." (laughs) 
Naoto's technically a high school 
student, so she's not really at an 
age that she could be considered 
a boy (back when she was still a 
he, that is), but due to the "young 
detective boy" concept, | did 
design her to look very young for 
her age. 

hough it was unintentional, 
Naoto shares a lot of design 
elements with the "Persona 3" 
protagonist, and handsome, thin- 
framed, mysterious boys tend to 
make for popular characters, so | 
knew early on that Naoto would 
be popular with the players. 

Now that most players have 
completed the game and learned 
that Naoto is actually a female, 
my drawings of her have changed 
dramatically. For the initial 
package art and retailer bonus 
items, | had to draw Naoto as a 


Naoto 
Shirogane 


male character because the game 
had only just been released. 
Despite my best efforts, though, | 
was told that people figured out 
that Naoto is actually a female 
quite early due to the fact that | 
slightly tightened her waist into a 
feminine form. (laughs) Now, I've 
been allowed to shift into a mode 
where | can openly draw Naoto 
as a female, so her mouth, eyes, 
and eyelashes are distinctly more 
feminine in my recent 
illustrations. The Naoto on the 
cover of this book was drawn as 
a female character, so you can 
see that she does have breastss 
Comparing this book's coverart 
with some of my 
illustrations of Naoto prove] 
interesting to 304 [gares 
Aside from théfobviousigender 
issues, | alsoffocusedfon$N 300,5} 
hat quitegagbitmingoarticularal 
angledfthepbrimpotathephat 
downwardflikegthosegongpolice 
hatsfintordergtosfurthersemphasize 
thetdetectiverconcepts 


ano e 2042 be e 


god we تفہ‎ he sory of 
ksun-basii was basad, so 0 
incomoraied some visual 
elementslotilssunaboshilintol 
SukungzHikonaisgdesign@W ith] 
Issunsboshifand/Naoto,Dothlbeing 


* SID) 


9ue6ollys ojoeN 


of small stature, | wanted to use 
Sukuna-Hikona to represent that 
size doesn't determine allMfAs 
with Naoto, | dressed Sukunas 
Hikona in clothes ا تا‎ re} \ 
stereotypically assoćiatedáw ith] 
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Name: Naoto Shirogane 
Gender: Female 

Date of Birth: April 27, 1995 (Taurus) 
Age: 15 (16) 
Height: 152cm 
Weight: This is an invasion of privacy! 
Blood Type: B (Rh-) 
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The original description for Naoto that 

| was working from was "a short and 
pretty young man; so even the early 
drafts of Naoto look a bit feminine. As a 
result, | didn't need to do a major design 
overhaul when we decided to switch 
the character's gender. 
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Katana and sheath are the same 
as the ones used by Amaterasu 


| from SOEJIMA 


Shorts are usually worn over bare‏ کے 
legs, but due to another one of my‏ 
personal rules which states, "the‏ 


Skin of the person inside a Persona t 


shall not be exposed’ | had to put 
Sukuna-Hikona and Yamato Takeru 
in full-body tights. If you could look 
under their masks, you'd see that 
the tights cover their entire body, 
including the head and face. 
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Having "a character 
who will be loved" 
as the mandatory 
design concept 
made for a difficult 
design process. 


Nanako is like a little sister to the 
Protagonist, so like the Protagonist, 
| tried to make her universally appealing. In 
fact, it wasn't enough that | try, since we 
already knew Nanako would get kidnapped 
during the course of the game. | needed 
the players to like her, because if their 
reaction to her abduction was, "Good 
riddance," or something along those lines, 
we'd be in big trouble. Having "a character 
who will be loved" as the mandatory 
design concept made for a difficult design 
process. What kind of little sister character 
could avoid being hated by the players? 
Tricky, to say the least. 
The key points to Nanako's design were 
her flat, prominent eyebrows and her 
silently dependent gaze. | wanted her to be 
the kind of girl you could look at and easily 
see that she has something on her mind. | 
was also quite careful with her general 
appearance, as | knew it wouldn't serve 
“the character well if | made her overly 
. pathetic or helpless to the point that it felt 
like | was forcing the player to sympathize 
“with her. I didn't want the player to pity 
j her, | wanted them to care about her. | 


. curled the ends of her hair just a bit to give 
her a touch of style, since straight, limp 


pigtails would have been too boring. As for 
her clothes being rather bland, that's 
probably because Ryotaro bought them for 


her at Junes. (laughs) [Soejima] 
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Name: Nanako Dojima 

Gender: Female 

Date of Birth: October 4, 2004 (Libra) 
Age: 6 (7) 

Height: 122cm 

Weight: 21kg 

Blood Type: O 
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The version of Nanako with the jeans y F 
and baseball cap looks like she's so Nanako NA 
independent that she might just run 
away from home and never come 
back. The version of her with long hair, 
on the other hand, looks like she was 
raised as a sheltered princess, We 
couldn't have her being a runaway, 
and there's no way she could have had 
a "sheltered princess” upbringing with 
her home situation being what it is, so 
we picked the design you see here. 
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| wanted to express = Name: Ryotaro Dojima 
مس را مر‎ Gender: Male 
the (raged ofa ; Date of Birth: May 16, 1969 (Taurus) 
middle-aged single Age: 42 (43) 
Height: 179cm 
father through Weight: 66kg 
Blood Type: O 


Ryotaro's design. 


Designing Ryotaro started with figuring out 
the emotional distance he would maintain 
when interacting with Nanako and the 
Protagonist. The emotional walls and 
distances we set for ourselves tend to be 
reflected in our faces, so after discussing 
the details with Director Hashino, we 
created this somewhat expressionless face 
for Ryotaro. | wanted to express the 
tragedy of a middle-aged single father 
through Ryotaro's design. His constant five 
o'clock shadow and crooked necktie are 
testaments to the struggle he faces in 
trying to balance his domestic and 
professional lives. | was hoping this 
perpetual display of exhaustion would help 
convey a bit of his sorrow. This design also 
happened to be perfectly appropriate for 
the fact that Ryotaro usually shows up in 
the game after he's gotten off from work. ces 
The parts | focused on most with Ryotaro's -— = 
design were his eyes and eyebrows, asl - 
wanted these features tofexpress his == 
honesty, integrity, and kindness. Nanako 7 
and Ryotaro are related by; blood, but | 
intentionally did not give them any shared — 
design elements because, as far, as | Ww 
concerned, Nanako closely resembles her 
deceased mother. If Nanako lookedilike her. 
father, | felt that they would soonforgether 
mother. | wanted to put Ryotarogingay 
situation where he would-besremindedfofj 
his beloved wife every: me he lookedfat 
his daughter. 
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| made quite a few sketches while 
talking to Director Hashino about 
potential ideas for Ryotaro. The 

reason these early buzz-cut versions 
of Ryotaro got tossed was because a 
few of the staff members commented, 
“With this haircut, it’s hard to believe 
he's the one who puts people in jail. It 
looks more like he's just getting into or 
out of jail himself” 


*this character ۴۷ 


These ”!!” cut-ins appear during 
combat when a character 
summons their Persona, but 
only when the character actually 
calls the Persona by name. This 
does not always happen, and 
itis a random occurrence. In 
other words, it is not possible to 
simply ”!!” whenever you want. 
To make up for this unfortunate 
circumstance, we have created 
this “!!” gallery so that you can 
get the satisfaction of a good "!!" 
whenever your heart desires. 


Yosuke Hanamura 


Chie Satonaka 


Yukiko Amagi 


Kanji Tatsumi 


Teddie 


Naoto Shirogane 


Protagonist 
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Initially, we were going to use Elizabeth 

from "Persona 3" for "Persona 4" as well, but 
| decided against it so as to give the story and 
| events of "Persona 3" more significance. This 
is why Elizabeth was included in these early 
designs. Despite being sisters, these two 
assistants couldn't be more different. Since 
Margaret is the older sister, | gave her the 
appeal of a mature older woman. | gave her 
a short skirt and clothes that would be easy 
to move around in because | knew she might 
need to fight. | was hoping the stern expression 
on her face would make players think twice 
about taking her on. As far as modeling goes, 
Margaret is one of my favorite characters. 


Margaret is a resident of the Velvet Room, and arrived in pursuit 
of her younger sister Elizabeth. Margaret has taken Elizabeth's 
place as Igor's assistant. Always calm and logical, Margaret 
rarely shows any emotion. Interactions with Margaret will 
establish the Empress Arcana Social Link. 
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*This mysterious fox has taken up residence at Tatsuhime Shrine. She hopes that granting 
people's wishes will inspire them to put more money in the shrine's donation box. In the 
Midnight Channel, the fox can restore the party's SP in exchange for money. Helping the 
fox with her tasks will establish the Hermit Arcana Social Link. 


KA second-year student at Yasogami High School, Daisuke is best friends w 
is a member of the soccer team, and though he is a naturally passiona 
a past trauma prevents him from fully devoting himself to soccer. If the Pr 
soccer team and interacts with Daisuke, the Strength Arcana Social Link w 
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N xA second-year student at Yasogami High School, Kou is best friends with Daisuke. 
| Kou is a refined and spirited student who is a member of the basketball team. He is 
| troubled by his relationship with his adoptive family. If the Protagonist joins the basketball 
team and interacts with Kou, the Strength Arcana Social Link will be established. 


Winter uniform / Sorrowful Summer uniform / Sorrowful Summer uniform / 
Exasperated surprise 


Casual clothes / Normal Jersey / Sorrowful 


+ Naoki is Saki's younger brother, and is a first-year 
Yasogami High School. After his sister is kille 
sensitive about the way others look at and tre : 
Naoki will establish the Hanged Man Arcana Social Link 
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| Naoki Konishi 


Winter uniform / Normal Summer uniform / Smile 


Winter uniform / Angry 
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woman who enjoys flirting and toying with the Protagonist. Sayoko never used 
her job very seriously, but a certain incident changed everything for her a 


ten sa Ss) 


* Sayoko is a nurse working at the hospital in Inaba. She is a devilishly mischievous 


became a workaholic. Interacting with Sayoko will establish the Devil Arcana Social Lin 


Nurse uniform / Normal Sorrowful 
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of judging people by their school grades and intellect. As far as Sh 
classmates are worth less than he is as human beings because thei 
as good as his. interacting with Shu will establish the Tower Arc 


- x If the Protagonist takes on the tutoring job, Shu will be his student. Shu h 
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KA second-year student at Yasogami High School, Ai is a bit of a delinquent who has skipped school one too 
many times. To make up for all of the school days she missed, she has been told to become the manager of 
one of the sports clubs. Though she agrees to these terms, Ai is not particularly excited about the idea, and 
does not show up for club activities often. Interacting with Ai will establish the Moon Arcana Social Link 


‘El Ai Ebihara 


Winter uniform / Normal 


Winter uniform / Sorrowful 


Summer uniform / Smile Casual clothes / Angry 


Casual clothes / Bashful sorrow 
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Casual clothes / Smile 


Winter uniform / Normal Winter uniform / Angry | 


Summer uniform / Sorrowful Winter uniform / Bashful sorrow 
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Saki is a third-year student 
family runs a small shop in the Ce 


a 
time at the very sour 
Mayumi Yamano's cor 


at Yasogami High Sch 
| Shopping District, financia 
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their store's monetary troubles: 
e, and tragically became the second v 


and is the target of Yosuke's infatuation. Ti 
ficulties had forced Saki to v 


Junes. Saki was the fi 
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Winter uniform / Smile 


Work uniform / Angry 


Work uniform / Sorrowful 
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Tohru was initially going to be a red 
| herring in the story, so | intentionally 
| made him a rather suspicious 
| character. When we decided to change 

his role, | tweaked his design to make 

him someone who looks like your 
' average Joe and puts others at ea 
He is often kind and usually awkward. 
Toh ed to be an elite detective, so 
he's actually quite good at his job, b 
find that many people who are 
genuinely talented tend to have their 
quirks or are lacking in other areas, and 
that's something | tried to re 
Tohru's design. Tohru almost always 
has bedhead and his tie is perpetually 
crooked. These details reveal that he's 
not very concerned.with his fashion 
and appearance. 
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respected member of the for 


ce until one 


speak before he thinks, which is what make 


t in Inaba. Tohru used to be a well- 
mistake destroyed his reputation, and he was 
red to the remote town of Inaba. Tohru is not the sharpest tool in the shed, and 
ro treat him like a rookie. 
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* Taro was once the city council secretary for Inaba. While married to Misuzu 
Hiiragi, Taro had an affair with Mayumi Yamano. Once the media learned of his 
transgression, Taro gave up his political position. With few options remaining, Taro 
started working for his family's delivery business. 
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| had initially designed Taro with a deranged 
look, but once the story started solidifying, 

| decided to make him seem more like an 
unfortunate soul. In the final design, Taro's 
facial structure has his eyes and eyebrows 
moving in unison, the space under his nose 
is quite long, he seems to embody the very 
notion of misfortune, and his expression 

is always troubled. All of these traits were 
meant to make Taro a difficult character to 
grasp with few true talents, and | intended 
for them to portray him as the complete 
opposite of Adachi*, who is naturally skilled 
and talented. However, Taro is not an evil 
person, so | had to be careful not to make 
him look that way. 
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*T/N: in the official translation, the name ‘Tahro’ 

was used here. | assume this was a translation 

error, because the original Japanese text uses the 
T character ££ X, which means Adachi. 
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* An extremely popular enka singer who has been deemed "the princess of 
the enka world" and made numerous appearances in foreign countries. She 
was married to Taro, but found out about her husband's affair. She willingly 
spoke to the media about the affair, and eventually divorced Taro. 
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* A female announcer working at the local television station in Inaba. Once her 
affair with Tero was made public, she became the target of many distasteful 
comments. Mayumi attempted to hide herself from the world by staying at the 
Amagi Inn, but instead became the first victim in a string of murders. 


Mayumi Yam 
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Ay, #Kinshiro Morooka is the homeroom teacher of Class 2-2 at Yasogami High Xx - 


o o y ss to which the Protagonist belongs. Due to his brazen abuse o, 
| ns i ro 0 [00 d 5 authority and oppressive attitude, Kinshiro has earned the nickname 2 f 
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Winter uniform / Normal 


Shirt / Smile Shirt / Angry 


Jersey / Normal Yukata / Crying 


Yukata / Normal Swimwear / Vexed 
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y b P — > Mitsuo is a student who attends another school. He is socially awkward and tends to push his 

e : چیہ‎ | opinions on others. When his thoughts and opinions are rejected by those around him, Mitsuo can 

i S تا‎ 0 U 0 E | get very angry and will sometimes throw a tantrum. Kinshiro's harsh treatment of him drove Mitsuo 
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to become a copycat killer during the serial murder case in order to kill Kinshiro and become famous. 
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Uniform / Normal Casual clothes / Smile Uniform / Angry 


The other "Mitsuo" / Normal 


The other "Mitsuo" / Smile The other "Mitsuo" / Angry 
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* Old Lady Shiroku is the elderly proprietress of the Shiroku Store, located in the Central Shoppin 


Old La d S h 1 ro ku | District. It is said that the store got its name from a fictional creature called a "Shirok 
y | is said to have four toes on its front legs and six toes on its back legs. 
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aster Daidara 


+ Master Daidara is the proprietor of Daidara Metalworks, named after the mythical giant known as 
the Daidarabocchi. Master Daidara considers himself an artist, and his works masterpieces. He is able 
to take resources gathered from Shadows and process them into various armaments. 
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Chihiro is a student at Gekkoukan High School. In "P3", 
she was in her first year and acted as the student council 
treasurer. She was also the Justice Arcana Social Link. 
In "P4", Chihiro has become the student council president, 
and is the one who welcomes the students from Yasogami 
High School when they visit. 


[Mr. Edogawa] 


Mr. Edogawa works at Gekkoukan High School as both the 
"Integrative Learning" teacher and the school nurse. He has 
a keen interest in subjects like magic, divinity, spirituality, 
and the occult. Mr. Edogawa's eccentric hobbies are usually 
the topic of his lessons. When he is not teaching, Mr. 
Edogawa can be found in the school infirmary, devoting 
himself to his strange experiments. 


Igor has appeared in every major "Persona" game, 
including the first game, both "Persona 2" games, 
"Persona 3", and "Persona 4". Igor is the mysterious 
proprietor of the Velvet Room, the space between the 
conscious and subconscious, and serves Philemon, 
the Velvet Room's highest-ranking being. 


[Preside it Tanaka] 


Tanaka is the president of his own company, and hosts a 
television show called "Tanaka's Amazing Commodities", 
where he uses his serious talent for public speaking to sell 
a variety of items. He has a liking for cute boys, and was 
the Devil Arcana Social Link in "P3". 
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X Shadow Yosuke was born from the darker aspects of Yosuke's soul, whi 

like his feelings of boredom toward living a quiet life in a small town, his fascination with 
solving murder cases, and his tendancy to be annoyed by everyone around him. Yosuke's 
denial of these feelings gave them physical form. By acknowledging the Shadow as an 
honest reflection of his feelings, Yosuke gained Jiraiya as his Persona, 


Since Shadow Yosuke is the first Shadow 
the player will encounter in the game, | 
wanted to use its design as a way to 
convey the fact that a Persona is, in fact, 
a Shadow. For this purpose, | designed 
Shadow Yosuke to have more design 
elements in common with Yosuke's 
Persona than any other characters’ 


Shadow forms have with their Personae. 


* Model CG 


The people underneath Shadow Chie 
represent the people in Chie's life, but 
mostly Yukiko. Chie's dark side is her 
need to belittle and feel superior to 
others in order to maintain her sense of 
personal identity. | kept this fact at the 
front of my mind while | was designing 
this Shadow. 
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* Chie had always been envious of her best friend Yukiko's beauty an 
and often took pleasure in Yukiko's harsh treatment of herself. T 
feelings gave birth to Shadow Chie, and Chie's initial denial of th 
gave them physical form. Once Chie acknowledged the Shadow as an hones 
reflection of her feelings, she gained Tomoe as her Persona. 
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* Shadow Yukiko is the manifestation of Yukiko's secret desire to be 


= 
2 
2 
E 
8 swept away from her restricting life as the heiress to her family's inn, 
A É given physical form by Yukiko's denial of her true desires. Yukiko's 
BEA eventual acknowledgment of Shadow Yukiko as a reflection of her true 
N feelings results in Konohana Sakuya becoming Yukiko's Persona. 
‘© 
a, 
© 
EJ s 
© sg 


— 
ú @ 


: ہے ہے‎ 
a Y 
^ 


ڈ ےڈ ےک KA AA‏ 


— 
us 


+ Model CG 


Yukiko believes her future has been set 
in stone for her, and she wants nothing 
more than to escape from that life. | used 
a bird cage and the bird confined within 
to express Yukiko's opinion of her life 


"et and her desire for freedom. | shaped the 
x bird cage like a chandelier to represent 
"Princess" Yukiko's interest in fancy 

I Western fashions and anything else that 

\ she feels is the polar opposite of 


everything her life represents. 
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* Born of Kanji's inner fear and weakness -- 
to be understood and accepted for who he r 
Kanji gained physical form through Kanji's d 
Kanji gained the Persona Take-Mikaz 

Shadow Kanji as a representation of these 
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This design reflects Kanji's own confusion 
and uncertainty regarding his feelings for 
Naoto, and the concern over his possible 
homosexuality. The massive body is 
holding two symbols of the male gender, 
and Kanji is shown surrounded by roses. 
His macho buddies have been named 
"Tough Guy" and "Nice Guy", but not by 
me, | promise. (laughs) | actually think 
they're great names, as | remember 
laughing the first time | saw them. 
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It was decided early on that Rise's | ee 5 #4 PAR (o) from SOEJIMA 
dungeon would be a strip club. Since i N ^ B Y) \ EY 
Rise's desire is to be seen, | felt | had no i 8 -__  Teddie's co ht be 
choice but to design her Shadow self as WA : , e empty on the $ ri his 
a pole dancer! | have little interest in ls KO 4 hearing a voice at the ba i 
drawing anything of a sexual nature, so == suggesting that he is nobody and may 
this design wasn't about giving myself not even exist Shadow Teddie is a literal 
Modal an excuse to draw something indecent. representation of these dark thoughts. 
: An interesting bit of trivia is that the first r Shadow Teddie's face is not falling off 
++ animation assigned to this model by the outwardly, but rather is getting sucked 
++ motion team was rejected outright for inside piece by piece, into the vast, 
1 being far too suggestive. (laughs) empty void within. The idea behind the 
9 design is that Teddie will continue to be 
+ sucked into nothingness until he just 
ceases to exist 
` 1 
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% This is the Shadow of Mitsuo Kubo, who murdered Kinshiro before ending up in the Midnight Channel. 
9 $ مد‎ à tm x! from as tration ove T treats her like cuit 
The Shadow wes born of Mitsuo's disinterest in social interactions and his disgust of others, and was given Naoto suffers from a S00 frustration over the fact that everyone treats her like a child, never t 
seriously. On top of that, she faces the impossible obstacle of gender, which prevents her from truly be 


= Void Quest physical form by Mitsuo's intense dissatisfaction at the way everyone seemed to dismiss him, The Shadow : ٦ T وو‎ 
exists within "Mitsuo the Hero", and protects itself by using this manifestation of Mitsuo as a shield. 1 = Secret Laboratory the strong male role models she admires so much. Denying this inner turmoil gave it physical for 
i Naoto. Only by acknowledging this Shadow as a part of herself did Naoto gain the Persona Sukun 
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fi 
Tu | am personally quite pleased with this 
#73 Shadow design, as | feel it strikes a great 
Wi : balance between design and gimmicks | | 
7 í This Shadow is a representation of the [1 | 

j identity Mitsuo is able to take on when | 

/ he enters the world of his video games 

/ in order to escape the ugly world outside. 
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N Body AND WEAPON 
ARE SHINY SILVER, 


* Model CG 


parts were insp 
shows, and help 
old-school touch 


+ Model CG 


The baby inside is its true form. 
While the baby is surrounded by this 
pixel block hero, it will be invulnerable. 
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This design is the visual representation 
of Taro's blind faith that all of his choices 
are morally correct and in the service of 
justice. | imagine that this is sort of how 
Taro might picture an angel. The fact that 
the eyes are looking in different 
directions expresses Taro's tendency to 
ignore the truth of people or 
circumstances that are right in front of 
him. | was hoping to convey that Taro is 
the kind of person who does not think 
too deeply about things and is unable to 
see the truth of them, and is therefore 
impossible to talk to. The perpetual 
motion of the gear around its head 
represents something absolute, such as 
god or Taro's desired sense of safety... or 
possibly doubt. The antenna on top of 
the Shadow's head is assumed to be 
receiving a signal from somewhere, and 
the "old" quality of the design was 
make this Shadow look even 
ble than it already does. (laughs) 


Like AN 


* This is the form that results from the combination of Taro Namatame's pure and 
strong desire to save the targeted people from becoming victims of the serial 
murderer with his self-absorbed belief that he is the only one capable of saving them. 
The Shadow took on this twisted physical form when it merged with Namatame. 
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| came up with this design because the 
Protagonist has many opportunities to 
fight a Persona (in Shadow form) 
belonging to someone else, but never 
the chance to fight his own. With regard 
to roles, the person behind this Persona 
represents the polar opposite of the 
Protagonist, so | thought it would be 
appropriate to design a "dark" version of 
the Protagonist's Persona. The addition 
of the word "Magatsu" to the name and 
the creepy pattern running all over the 
surface of the body make it obvious that 
this Persona is a being of darkness 


* Concealed within the Midnight Channel, this Shadow is the culprit producing the 
fog that engulfs Inaba. Fueled by Izanami's life energy, Ameno-sag to 

enshroud the entire world in its fog, starting with Inaba. Its one large eye allows it to 

see through to the outside world, and that is how it monitors humans 
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and an observer. 
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*T/N: This text originally described the battle using the killer's name. The rest of the book 
goes out of its way to conceal the identity of the killer, so I'm not sure why they left it in 
here. l've changed it to "Boss" battle to keep the ambiguity. 7 
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* Izanami is the entity that caused the chain of events that led to the serial murders SAS 
" that swept across Inaba. By feeding on the desires hidden within the souls of 2 
humans, Izanami intended to cover the entire world in a thick fog that would | © from SOEJIMA = / 
transform people into Shadows, resulting in a world without awareness or thought. | NEA z 5 
| Izanami's Second Form is not so much a # 
transformation from the First Form, b - 
the figure contained in the F 2 
revealed. Whenever | desi a 


tend to refrain from puttir 
gimmicks into the design. This is 
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7 Depending on how the player goes 
through the game, this is a boss they feel a boss with too much "fun 
might face after they've technically will lose something in 
ag finished the story. As such, | felt straight and simple 
me comfortable designing this character 
er, without any elements that tie it to the 
4 s game's main story. This Shado 
"T identity is hidden by design bec t 
ys ^ is based on the myth of Izanagi 
p Izanami. It's all about not having to see 
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~~ Inviting Nyogo - Blossom Nyogo - Valuing Nyogo - Silent Nyogo 


+ This section contains the designs for a handful of the new 
Shadows introduced in "Persona 4”. These Shadows appear 
randomly during dungeon exploration, and the larger ones 
sometimes serve as mid-bosses. 
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* The uniforms are an important part of this 
game, which focuses a great deal on the 
characters’ school lives. Due to the vital role 
the Yasogami High School uniforms play, their 
design went through a rather long journey of 
trial and error. Since Soejima produced 
countless design drafts, we had to choose just 


a select few to include in this section. If you 
would like to learn more about the process by 
which the uniforms reached their final design 
and the meanings hidden therein, please refer 
to the interview that starts on page 186. Also, 
do take note of the collection of design drafts 
for the school emblem, as they are quite rare. 


P4 Character Comparison Chart, Including Shoes and Hats 
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* The sketches in this section were design drafts 
created for things like the game's package art, 
Magazine advertisements, storefront displays, and 
retailer-specific pre-order bonus items. These 
illustrations are therefore considered to be pieces 
done for marketing purposes, and the retailer-specific 
designs are particularly interesting to see, as Soejima 


personally discussed each design with the retailer in 
question. The results were illustrations that are heavily 
influenced by each retailer's corporate image and 
colors. They can also be taken as a reflection of the 
characters each retailer expected to be the most 
popular among players, which led to some interesting 
and diverse design and character choices. 


PlayStation 2 
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* The sketches on this page are the instructional artists who would like to learn from Soejima's xia 
notes used as reference during the animation style. The page to the right contains a portion of E Pc s aa 
process. The detailed notes regarding each the storyboard for the game's opening sequence. RE Touring the! 

character's defining visual structure were provided This storyboard can be considered a roadmap for 
by Design Section Manager Wada. These pieces the creation of the opening sequence, and Studio 
are particularly invaluable for fans who are Hibari has included some of the detailed 
interested in the characters' design details, or instructions they used during the creation process. 
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* Along with the town of Inaba, the TV world is and foreboding realm, but these design drafts 
the other primary setting of "P4" and serves as a show that the development team intentionally 
home for Teddie, nest for Shadows, and repository designed this space to have an upbeat feel to it. 
for the targets of the serial murders. Humans and The reason for this is because the TV world 
Shadows usually have no opportunity to interact, reflects all of the things people look for in a 
but the TV world is an exception. As such, it is television program, including the things they want 
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* In contrast to the fantastical and often rowdy TV 
world, the town of Inaba was designed to be 
overflowing with realism. Since the Midnight Channel 
and Inaba are meant to act as visual polar opposites, 
it was that much more important for the design team 
to get the details of Inaba just right. Through careful 
information-gathering trips to actual small towns and 


painstaking analysis of the pre-conceived notions 
people tend to have about rural towns, the team was 
able to create the astonishingly realistic town of 
Inaba. By reviewing this CG gallery and taking note 
of the meticulous details and calculated design 
elements, you will come to realize how intricate this 
unassuming little town really is. 


> Evening 


This is the house where Ryotaro, 
Nanako, and the Protagonist live. The 
classic stone fence, its pattern, the 
little red mailbox sticking out of it, the 
large sliding door at the front, and the 
gas meter all make this in-game 
representation look like a real home 
that can often be seen not only in 
rural towns, but also some suburban 
areas as well. 


West entrance 


Samegawa Flood Plain 


Grocery department 


Evening riverbed may not be 


people to relate to, as 
not something you wil 
unless you live close to 


line the street, the tra 
the road, and the sha 


The Samegawa Flood Plain and its 


easy for most 
a flood plain is 
see every day 
a river. Still, the 


designers were meticulous in adding 
specific details like the way the trees 


fic markings on 


pe and color of 


the fence in order to make this space 
feel more familiar to the player. 


Evening 


ne 


Riverbank Riverbed 


This is the dining and amusement 
space located on the roof of Junes. 
The main characters use this space for 
hanging out or discussing their plans. 
The intricate details in the 
background, including the illustrations 
that seem to have been drawn by 
children and the positioning of the 
furniture, all contribute to the creation 
of a true replica of the department 
stores we see in real life. 
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Classroom 


Evening 


This is the high school that the 
Protagonist and his friends attend. 
This angle shows the front of the 
school at the top of the hill that leads 
down to the Samegawa Flood Plain. 
Yasogami doesn't have any of the 
defining uniqueness of Gekkoukan 
from "Persona 3", but it is instead this 
notable blandness that makes 
Yasogami so similar to public schools 
in real life, and thus more realistic and 
relatable. 


^, 


———— UN 


Central Shopping District 


This is the south side of the Central Shopping District. The opening of a Junes branch in 
this small town ran many of the privately-owned local shops out of business. This area 
also features a gas station, the symbol of the modern "car era", which also contributed to 
dwindling customer numbers for the local shops. These little details add a touch of reality 
to the Central Shopping District, and shed some light on the issues faced by small towns 
in the real world. 


Daidara Metalworks 


Aiya Tatsuhime Shrine 


Marukyu Tofu shop 


Tatsumiya 
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3 SOEJIMA'S JOB AND THE ATMOSPHERE AT ATLUS 


Soejima: "Soejima Collection"? No one told me that... (laughs) 


Soejima: | was the art director and character designer. 


Soejima: When the decision is made to start a big project -- 
say, for instance, when "P4" was first brought forth as a 
project -- it's the art director's job to figure out what 
direction to go in as far as the visual aspect of the project is 
concerned. It is also the art director's job to maintain this 
direction during the course of production, to ensure that the 
team doesn't stray off course. 


Soejima: | suppose that's true... but the work environment 
at Atlus is not particularly stiff or formal, so it's not like | 
meticulously examine each piece. | can generally trust the 
artists to figure things out on their own. 


Soejima: Mostly, yes. There are times when we have to 
crack down on things and make hard calls, but it's usually a 
pretty happy workplace. We prefer to discuss things and get 
everyone's input on decisions. 


Soejima: Personally, | start sketching images that I think suit 
the feel of the game we are trying to produce. In the case of 
"P4", Director Hashino (Katsura Hashino, the director for 
both "Persona 3" [P3] and "P4") told me that the story 
would take place in a small rural town. There was no 
definitive plotline or anything that was set in stone at this 
point, so | just started sketching out scenes that | associated 
with the idea of a small rural town. One of the scenes was 
of a pure, natural spring like the ones you might find in the 
Alps. (laughs) Once we have the sketches, we can start 
brainstorming and discussing things like realism and 
whether we want to go for a normal high school feel or 
something more outlandish. As far as the visual aspect goes, 
that's how we set down the foundation. With a solid base to 
work off of, | can then turn my attention to coming up with 
concepts for characters. 


Soejima: Yes, you could say that. Though the concept of 
each character is just the beginning of a character designer's 
job. 


Soejima: At the most basic level it's just the external 
appearance, though in our case my work has been known to 
seep into the character's internal facets as well. | would first 
get an idea of what kind of character | am drawing from the 
description provided to me by the team that is responsible 
for character development, then | would produce what | 
believe to be the physical manifestation of the person they 
described to me. A perfect example of the lines blurring 
would be Chie. | was told her main method of attacking 
would be kicks, and | designed her appearance to suit that. 
Then, as we discussed how she would actually move in the 
game, | suggested we go with a kung fu style. This then led 
to adding the personality trait "kung fu fanatic" to Chie's 
character profile, 


Soejima: That's another detail that's not clearly defined in 
our company. (laughs) The director and art director are the 
ones who technically have the final say, and they are the 
ones who have to take responsibility for the results. 
However, we at Atlus prefer to get everyone's input for each 
decision, even if it's just a minor plot point. 


Soejima: No, | literally mean everyone for everything. We 
honestly build very few walls within our workplace. For 
example, when | drew an image of Chie, | would get 
feedback from just about anyone passing by, even if they 
were not part of the team working on the characters. I'd 
hear comments like, "That's not Chie!" or "You did it wrong." 
(laughs) Right up until the very end, when the director and 
art director have to make their final decisions and stick to 
them, we maintain a very casual and open atmosphere. 


5 SOEJIMA'S OBJECTIVE 


P 


Soejima: We are very grateful for everyone's support. 


Did yo k to "P3 ıhile working on "P 


nun up 


DIG to P3 vine 


*Profile 
Shigenori Soejima 


An illustrator and art director working for Atlus. Soejima is 


Soejima: Absolutely. "P3" really did change the series, and 
the fans made it clear to us that they enjoyed both the 
game's story as well as its visual style. It was only natural to 
think that returning players who enjoyed "P3" would hope 


* to get a similar kind of enjoyment out of "P4", and we 


certainly did not want to disappoint them. At the same time, 
we were also keenly aware that "similar enjoyment" and 
"similar experience" are not the same thing. We didn't want 
to just dress the same game up in different clothes and send 
it out the door. Player feedback was invaluable to us, as it 
helped us decide what should be kept and what needed to 
be improved. 


Sa 


Soejima: It certainly was. The feedback we got for "P3" 
included information about what the players didn't like, so 
we wanted to make sure we made the appropriate changes. 
On the other hand, a lot of people really liked the style and 
atmosphere of "P3", so that was something we tried to keep 
alive. With all of this in mind, it was still important to 
remember that simply offering a package full of everything 
the players liked was not our goal. 


Soejima: First and foremost because people would be bored. 
We knew it wouldn't be enough to simply swap out the "3" 
in the title for a "4" and call it a day. Sure, we changed the 
theme color from blue to yellow, but if we just told the same 
story in a different way, I'm pretty sure we wouldn't be 
fooling anyone. Aside from what the players might think, it 
also has a lot to do with what we want. We have all kinds of 
ideas that we want to explore and try, so we think of each 
new project as an opportunity to do just that. 


Soejima: | wanted to go for something brighter and warmer. 
"Dark", "cool", and "sharp" are words that are often used to 
describe "P3", so it seemed natural to go in the opposite 
direction. Since "P4" was set to take place in a rural town, | 
thought it was the perfect stage for a very retro experience; 
something that isn't too modern or urban, if you will. 


Soejima: The bright warmness | just mentioned is probably 
the best example of me trying something new, as most of 
my prior projects have been pretty dark. (laughs) 


Ic that why vou T me color? 


ist ly you c HOW as eme colo! 


Soejima: Yes, | thought yellow fit the bill for a color that was 
both warm and bright. Even before the concept and scenario 
came together, | was already like, "Let's go yellow!" (laughs) 
It is far too easy for an RPG to get serious, dark, and heavy 
because it's all about conflict and the problems the 
characters have to deal with. 


Soejima: It's something you can't really avoid, since the 
various incidents and conflicts are what move the story 
along in an RPG. | knew "P4" would likewise have some 
serious themes like death and murder, but more than half of 
the game is about life at school during the day. School is a 
fun place... or at least we like to think it was a fun place, 
offering lots of nice experiences and memories. | think that's 
what made the brighter design feel less out of place than 
you might expect. | also thought that this approach would 
help make "P4" distinct from other RPGs on the market. 


070 d 


Soejima: Designing a bright and cheerful RPG was a 
challenge | had never taken on before, and it was also the 
polar opposite of the previous game, so | hope the players 
think | pulled it off all right. 


Soejima: The camp screen and the menu screen. These are 
important screens that you will see often during the course 
of the game, so | intentionally made them quite bright. 
These were also the first in-game screens to be designed, 
so | put a lot of energy into them. In order to visually convey 
the concept behind "P4", | included cheerful design 
elements like rainbow stripes and rotating flowers. 


Soejima: At the very least, each game in a successful series 
needs to offer two things: the series-specific traits that the 
players have come to expect, and something entirely new. 
"P4" had the luxury of following the design trail left behind 
by "P3", which meant we already knew what we were 
doing right. With that reassurance, we felt free to 
experiment with new ideas and things we wanted to put 
into "P3" but didn't get to. The first follow-up (in terms of 
similar design style) is always the easiest because, with 
only one other example to look back on, the players don't 
quite know what to expect from you, so you can give them 
everything they want while still surprising them with what 
you had up your sleeve. Assuming it will even happen, | 
think "Persona 5" will be infinitely harder, as expectations 
will be higher and the players will be ready for anything | 
might try. (laughs) 


3% RECURRING ELEMENTS 


Soejima: As far as design goes, | suppose Igor and the Velvet 
Room are the easy answers, as they appear in every game. 
Other than that... 


Soejima: Ah yes, the butterflies. They've become a sort of 
tradition since "Persona 1", and there's actually a sort of 
reasoning behind that. 


Soejima: In "Persona 1" and "Persona 2 [Innocent Sin / 
Eternal Punishment]" ("Persona 2"), there was a character 
named Philemon who was sort of Igor's superior and had a 
special relationship with the Persona powers. Whenever 
Philemon would interact with humans, he would wear a 
mask that had a butterfly design theme. His presence was 
quite obvious in "Persona 2", but he wasn't in "P3" or "P4". | 
wanted some way to keep his legacy alive, to make the 
player feel like Philemon was still watching over them... and 
looking into them. The butterfly therefore became a sort of 


symbol that represents Philemon. 5 


Soejima: The checkerboard pattern, or any pattern where 
light and dark colors (like black and white) are set next to 
each other, is another recurring design element. It is meant 
to represent the fact that people have two sides to them, 
and in a way is an expression of the Persona power itself. 
The black and white pattern that appears when you dive 
into a TV in "P4" is something | drew. That part wasn't 
technically my job, but | had visualized it so clearly in my 
head that | simply had to draw it. 


3# RURAL TOWN x STYLE = RETRO 


Soejima: "P3" technically took place in the not-so-distant 


E 
o 


ADA couple of | enm E 
sketches that were Ro 
done when "P4" was | 
just getting started. 
This process was | 
repeated many times 
until the game's | 
concept was solidified. | 


A All of the promotional materials centered around the color 
yellow, the game's theme color. This bright yellow helped to 
draw people's attention when displayed in storefront windows. 


APA couple of the 
menu screens that 
were considered. 
Quite a few different 
variations were 
considered, and 
became the LA, 
foundation for the 
game's design. 
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A> Philemon, as he 
appeared in previous games. 
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AD Two characters with 
headbands. Keep an eye 
out for more headbands 

in future projects! 


< Y Concept ert of a rural 

| setting. The logo design 

| was also experimented 
with at this stage. 


A Rough sketches of early 
mask designs. These masks 
would later evolve into the 
eyeglasses found in the game. / 


A Character Drama CD "Persona 3" Vol. 1 

Price: 2,625 yen / Available now 

Release / Distributed hv Frontier Works 
A Character Drama CD "Persona 3" Vol. 1 


Price: 2,625 yen / Available now 
Release / Distributed by: Frontier Works 
All five CD jackets were drawn by Soejima. 


| future, though it was heavily based on the present. Our goal 


and be able to say, "I know someone like that," or look at an 
area and say, "I've seen cityscapes like that in real life." In 
order to get this level of realism, | took field trips out into 
the city to get reference for my work. | also went on field 
| trips for "P4", but that was mostly to get a feel for 
| landscapes and atmosphere. 


about the peop 


"Pg". (laughs) | guess you could say | twisted the truth a bit 
to suit our needs. That was probably the biggest influence 
the rural setting had on my design process. 


do you mean? 


Soejima: | tried observing townsfolk in rural areas, but to be 
totally honest, they were just like the citizens of Tokyo. 
People don't walk around dressed like archetypical country 
bumpkins the way they used to. | staked out some high 
schools to observe real students walking home from school. 
| was ready to take notes on the passé fad of loose socks, 
and students who wore their school jersey all day. Instead, 
all | saw was a parade of high schoolers texting or chatting 
on their cell phones while they walked home from school. If 
| used exactly what | observed, complete with the extremely 
short skirts, you wouldn't be able to tell the difference 
between urban school life and rural school life. | started to 
wonder if | would have to resort to populating the game 
with students in lame helmets riding their bikes to school 
while wearing jerseys, but | knew that wouldn't be in line 
with the stylish design trends established by "P3". 


y U 0 
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Soejima: Right, so above all it had to be stylish. That's when 
| decided to shift my mode of thinking. Most people 
associate rural areas with being outdated, and what is a 
stylish way of saying outdated? Retro! So instead of sticking 
to strict reality or resorting to false archetypes, | decided to 
spread a retro layer on a foundation of truth. 


S hat yc by 


١ ng 
Soejima: What choice did | have? Honestly, you can travel as 
| far away from the urban core as you want, but you'll be 
| hard-pressed to find a girl who wears her hair like Yukiko, 
| complete with the headband. 


Soejima: The headband is so retro. 


N 


ion optio 


Soejima: ... | have a thing for headbands. (laughs) I'm pretty 
sure it's safe to say that | always have at least one character 
wearing a headband in every project. 


Soejima: Aigis. (laughs) 


. (laughs) By 


Soejima: Yes, it was based on Shinagawa to be more 
specific. 


nt on 


town was the model for 


Soejima: Er... | can't get too specific about this, but suffice to 
say it's a place in central Japan with a tall mountain and a 
lake. It might not be what most people would consider 
"rural", but... 


1$ IT the TOWN Witn a 
Soejima: Um... mayb 


Wh 


Soejima: Pretty flowers, pure natural spring water, and high 


with "P3", visually speaking, was some solid realism. We 
wanted the players to look at the characters in the game 


| Soejima: Well... I kind of did some fibbing with the people of 


schoolers riding bikes to school wearing their jerseys and 
white helmets... which is basically a description of a certain 
TV commercial for bottled water. (laughs) This slightly vague 
image is all | can really conjure up, but obviously that's not 
nearly detailed enough for use in design work. 


When it c n to design W a pr 


Soejima: Not even close. When the staff got together to talk 
about what a rural setting would look like, Hashino thought 
back to his small hometown and said, "Real rural towns 
aren't like the ones in TV commercials and folk songs. 
They're lonely, desolate places." This made us realize that 
rural areas, which we city folk tend to picture as clean and 
ideal, have their own kind of darkness. In order to ensure 
that our team had a unified vision of the game's setting, we 
knew we had to actually go out there to see it for ourselves. 


Soejima: We saw one of those mostly abandoned shopping 
districts, where most of the local independent shops were 
closed down, locked away behind heavy metal shutters. | 
was quite speechless as | took in the reality that was 
displayed before me. The conflict you see between Junes 
and the local shops in "P4" is a reflection of how things are 
in the real world. The rivers also proved to be quite a 
learning experience. They weren't the beautiful, wild things 
flowing through untamed tracts of nature that | thought 
they would be. They were mellow strips of water 
surrounded by concrete walls, being channeled through 
forests of utility poles, not trees. That atmosphere was 
something | really needed to feel in order to understand. As 
a result, | think | was able to depict a fairly accurate 
representation of a town that is somewhere between a 
bustling metropolis and a field of dairy cows. 


3% UNFINISHED UNIFORMS 


Nhat 


Soejima: | wanted to go for something stylish. | was pretty 
certain that cool-looking uniforms would go over better with 
the players, too. 


Soejima: If you are under the impression that rural schools 
have hideous uniforms, that's a total misconception. If 
anything, the schools in rural areas have uniforms that are 
cuter, cooler, and far more detail-oriented than your average 
urban school uniform, resulting in some really neat styles. 


series have 
sort of 


Soejima: It's true that the players have high expectations 
when it comes to the uniforms. Personally, | want them to 
be cool, of course, but | also focus on the reality of the actual 
articles of clothing. | don't want to design anything too 
fantastical in terms of shape and color. If it seems too 
outlandish to be a school uniform, or if it would be 
impossible to make in real life, it's not going to work in the 
"Persona" series. | want the "Persona" series uniforms to be 
fresh, cool, and original, but also realistic, and that's a pretty 
fine line to tread. This is something Kaneko (Kazuma 
Kaneko, a designer and illustrator) really struggled with for 
"Persona 1" and "Persona 2", so | was extremely careful 
when trying to stay within the limitations of what is 
plausible in "P3" and "P4". 


didn't go that 


Soejima: The main reason was because | really wanted to 
make "P4" distinct from "P3", so | didn't think that 
continuing with the blazers would be the right way to go. 
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make "P4" distinct from "P3", so | didn't think that 
continuing with the blazers would be the right way to go. 


ngs or ideas 


Soejima: For "P4", | was working off of the initial idea that 
everything about this setting has a very rural vibe, which 
translated into an incomplete sewing job on the uniforms. 
The design makes it look like the uniforms are unfinished, 
with temporary guide stitches and other lines clearly visible 
on the surface. It's not actually falling apart at the seams, of 
course, it just has that serious lack of finesse. Since "P4" is 
about young men and women, you could say they are not 
yet done maturing... and that's something | tried to express 
through the uniform designs. 


Soejima: | did in high school, but my middle school uniform 
was just a regular gakuran. | didn't really do anything to 
personalize my gakuran either, except maybe remove the 
collar. | was a pretty ordinary guy. (laughs) 


SÉ DESIGN FLOW AND GLASSES 


When 


Soejima: It was awhile ago, so don't quote me or anything, 
but | believe "P4" was officially set in motion just after "P3 
FES" was released. | should mention that "set in motion" 
doesn't necessarily mean that the story and characters 
started coming together. Far from it, in fact. Our first step 
involved discussing how we might make "P4" different from 
"P3". We discussed things like player feedback, what player 
expectations were most likely to be, and other 
considerations that would affect the direction we took the 
game in. 


o 


Soejima: One of the first major decisions we made was 
regarding the setting, and the fact that the game would take 
place in a rural town. Another was the idea about having 
murder as part of the main storyline. 


How long did th st? 


Soejima: Approximately two months. The whole team spent 
those two months brainstorming about aspects that would 
make up the core of "P4". 


idea 
Soejima: No, at this stage | was focused more on working on 
those concept sketches of the rural town | told you about 
earlier. The sketches weren't just for me, as | hoped they 
would somehow help the rest of the team during our 
brainstorming sessions. 


thought at that stage. Even the team responsible for coming 
up with character concepts had nothing to submit at that 
point. 


| see 


Soejima: If | recall correctly, the word "eyeglasses" popped 
out at around the same time the concept of entering a TV 
set did. The whole glasses issue is an entire story in and of 
itself, though. 


yo 
Soejima: The idea came about separately from the usual 
workflow in which the team would create the core concepts 
of the game. In "P3", a character summoned their Persona 
by shooting him or herself in the head with the gun-shaped 
Evoker, and this elicited some pretty strong reactions from 
the players. In turn, this intense response made me feel like 
| had to do something equally interesting in "P4". | knew the 
gimmick had to take visual form, and after much thought I 
came up with the glasses. What | hadn't counted on, 
however, was the overwhelming opposition | got from the 
rest of the team. It was pretty unanimous that the idea of all 
the characters wearing glasses simply wouldn't work. The 
whole idea came very close to being tossed out the window. 


oppositi 


Soejima: | think | pushed the idea forward because of the 
opposition, rather than despite it. It seems to me that most 
good ideas, or at least most memorable ones, tend to have 
a considerable number of people against them. Within the 
maelstrom of opposition, as long as the people who love an 
idea outnumber the people who hate it, | consider it a win in 
terms of design. Also, as the story of the game was further 
refined, the presence of the glasses became more and more 
reasonable. 


How g 


Soejima: I just applied each character's concept and 
personality to the glasses. 


Soejima: We did toy with the idea of masks, but | knew 
glasses would be the right way to go! 


Soejima: That came after we had established the 
environmental setting and the murder theme. Having a 
murder in a small town would make for such a dark story, 
kind of like Kosuke Kindaichi's experiences in "Yatsuhaka 
Mura". (laughs) If we had just left it at that, the whole game 
and its story would have been pretty standard fare. While 
trying to figure out some kind of visual element that could 
add intrigue and possibly some fun to a story like that, | 
came up with the TV world. 


our initial Drainst 


at you were working on at the 


Soejima: Hmm... | believe | was drawing the CD jacket for 
the "P3" drama CD. 


Soejima: I'm pretty sure everyone on the team had "P3" and 
"P4" work going on simultaneously. I'd be thinking about 
"P4" while I worked on "P3" stuff, though. The schedule for 
"P4" was already laid out, so we just did what we needed to 
do, while still sparing time to formulate ideas for "P4". Also, 
the people on our team are kind of slow starters when it 


comes to . (laughs) 


Soejima: The uniforms. Since all of the main characters were 
going to be wearing uniforms, it was important that | figure 
them out early. Designing the uniforms also helped to 
solidify the game's overall vibe, as it mostly revolves around 
the school. After the uniforms were done, | moved on to the 
Protagonist. | believe that was about four months in. 


Why did you e Protagonist as tf 


Soejima: Because the Protagonist is the only character who 
exists independently from the story. 


Oh, | see. All of 
0 


the other 


Soejima: The Protagonist is not designed based on the story, 
but rather on the very ideas we are trying to execute with 
the game. | guess you could say the Protagonist is sort of a 
medium through which we try to convey the game itself. 
This is what makes it possible for me to work on the 
Protagonist earlier than all of the other characters. 


at order did you d ? 
Soejima: For the rest of the characters in any project, | tend 
to draw them as their concepts and roles are established. 
Generally speaking, that means I'd be drawing them in the 


Soejima: The community story and the main story were 
handled by different people, so the pace at which certain 
materials crossed my desk varied quite a bit. As a result, all 
of the sub and community characters were on a different 
progression track than the main characters, and this 
situation also meant that | couldn't draw up all of the 
community characters at once. 


Who was the last character you desig 
Soejima: The last character was... Adachi. (laughs) He was a 
tricky one because his role in the story changed so much 


over the course of development. Initially, he. 


3% CREATING NAOTO 


N d ot 
N ( to 


Soejima: | suppose Naoto's a good candidate. There're a few 
anecdotes regarding her development, and | also have more 
freedom as far as information | can share. 


Okay, 
f 


Soejima: Nope. At the time, we still had her categorized as a 
male character. 


W you g 
Soejima: Her name, Naoto Shirogane, and the fact that she 
is an investigator. Naoto comes in pretty late in the game, so 
| had to start drawing her before her part in the story was 
fully developed. 


Soejima: A big jerk, really. That's why my first draft portrays 
her that way. But I was told that | took the "jerk" thing too 


Soejima: No, she was still a male character. She was set to 
be a "small, cute boy", so my second draft changed her from 
a jerk into a more harmless, boyish character. At that point, 
Naoto was pretty much set, but then the idea of making her 
a girl started floating around... which required me to quickly 
add some eyelashes and heels to my second draft. 


That the final N design was co) 


Soejima: Yes. The only thing with Naoto is that you're not 
supposed to know that she is a girl right away, and it also 
wasn't supposed to be obvious that she's a girl dressed as a 
guy. So we used my unaltered second draft when we 
wanted to portray her as a boy, and then used my final 
design when we wanted to portray her as a girl. That's why 
there really isn't much difference between those two 
designs. 


Soejima: It's more than common. It's almost a guarantee. 


(laughs) 


ا 


Soejima: We put it to a vote. 


A vote!? 
Soejima: We'll post up the potential design and get 
everyone's opinion. As an example, | might really push for 
one particular design, while Hashino argues that it's not 
quite right. So we'll stick the design up on the wall and let 
everyone have at it. We'll discuss what's right or wrong 
about it, and after getting everyone's input, I'll sometimes 
have no choice but to make changes. 

So there are times when you don't 


Soejima: Absolutely. I'm the character designer and the art 
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director, but if | simply enforce whatever | want, there's a 
possibility that | will be ruining the team's shared vision of 
our project. I'm only human, so I'll be the first to admit that | 
can make mistakes and easily be blinded by my own 
thoughts about something. That's why I'm more than willing 
to seek out other people's opinions about things. Having 
said that, if | feel really strongly about something, I'll 
definitely fight for it. 


>= FAVORITE CHARACTERS 


Soejima: My favorites are the Protagonist and Naoto. 
Naoto's just really easy to draw. 


the Protagonist from "P3", with the major differences being 
the tips of her hair and her eyelashes. | guess you could say 
it's the kind of face | like. 


Soejima: | like the Protagonist for completely opposite 
reasons. When designing the Protagonist for "P4", | wanted 
him to be very different from the Protagonist of "P3". The 
Protagonist in "P3" was relatively cute and shy, so | made 
the Protagonist for "P4" more masculine and wild. | think | 
was pretty successful in making them opposites of each 
other, and that's one reason why the "P4" Protagonist is one 
of my favorites. Another reason is because | have to draw 
more variations of the Protagonist than any other character. 
| especially like the ones where he has a confident smile on 
his face. Not to mention the fact that | specifically designed 
his face to suit glasses. 


Soejima: Well, with a character like Yukiko, putting a pair of 
fairly angular glasses on her can define her entire vibe, and | 
know some people like that kind of girl, so that's why she is 
the way she is. With the Protagonist, | was quite meticulous 
about his facial structure, particularly the length of his hair 
and the position of his eyes. The hair comes down to just 
above the glasses, and by utilizing specific positioning like 
this, | was able to create a face that would naturally draw 
attention to the glasses and make them look extra cool. 


a certain Osamu Tezuka character who wore sunglasses and 
had the reflected glint shining through a curtain of hair. That 
character was super cool. 


Soejima: Any character with that visual flavor usually gets 
to me, yes. | like how the glasses glint under the hair, and 
how it all looks. | worked this personal preference into the 
Protagonist's design, but because | designed his face 
specifically for the glasses, he does look a bit plain without 
them. (laughs) 


Soejima: No, just the Protagonist's. He kind of acted as the 
marketing core for the game, and since a big part of the 
game was the fact that the characters fight while wearing 
glasses, it wouldn't have made sense if the main character 
looked dorky in them. 


Soejima: Yes. | drew their faces first, then designed glasses 
that would look best on each face. The Protagonist has very 
few portraits that appear during the game, and his 
personality is set by the choices made by the player, so his 
personality and role in the story were not particularly 
important factors to consider for his design. Since most of 
the imaaes of the Protagonist that the player sees during 


without their glasses on, and their personalities played an 
important role in the story, so it was important to focus their 
facial designs in that direction. 


Soejima: The community character Matsunaga. 


Soejima: Yes, the cheeks. (laughs) 


Soejima: | thought she was really cute when | drew her, but 
she wasn't very popular among the staff. People would say 
that she wasn't cute or that she was too boring, and 
someone even said that just looking at her made them feel 
depressed. (laughs) A lot of people had doubts about her as 
a character. But, as | mentioned earlier, if | feel strongly 
about something, | will fight for it. | fought for Matsunaga. 
Having put myself out there for her, | guess it's only right 
that | officially declare her as one of my favorite characters. 
(laughs) So there you are. | highly recommend Ayane 
Matsunaga. (laughs) 


Soejima: It's gotta be the Protagonist's Izanagi. My reasons 
are pretty simple. He's cool and fun to draw... especially his 
face. 


Soejima: | worked really hard to make the school uniform 
fashionable, so | wanted to draw something more 
traditional. | thought about our preconceived notions about 
rural areas, and images of classic hooligans, gang members, 
and cheering squads came to mind. | also thought about the 
god Izanagi from folklore, who was basically the equivalent 
of Adam from the Garden of Eden, so he really had to be a 
"man's man" in terms of design. 


Soejima: Exactly. Izanagi is the representation of sheer 
masculinity, and | thought | could convey that through a 
sharp gakuran. In my mind, a cheering squad member in 
their gakuran = "the man"! (laughs) 


Soejima: | do think "coolness" is a very important factor in 
character design, but with regard to how often | say the 
word, | think it's kind of a bad habit of mine more than 
anything. (laughs) 


? St 


Soejima: People often use the word "cool" as an adjective, 
when describing a car, or a person, etc. |, on the other hand, 
tend to use it as a way to express a more lengthy idea that 
is difficult to put into words... like the notion of a "widely 
appealing pattern of design", or something like that. 


think the actual appeal is in the coolness of the design 
pattern that is the combination of a character and glasses... 


Soejima: Yes, a design thing, a structural thing... I'm trying to 
think of a way to explain it properly. It's a bit cliché, but 
think of a character wearing a gakuran and holding a katana. 
That's cool. Now think of a character who has one eye 
hidden. They tend to be perceived as cool. These are, 
therefore, design patterns that produce "coolness", and I do 
put a lot of value on such things. Whenever | use the word 
"cool", I'm generally referring to these sorts of patterns. All 
of the examples ١ just offered, the glasses character, the 
katana-wielding gakuran character, and the one-eyed 
character, are all "cool by way of design pattern". | guess 
you could say it's a category in and of itself. 


Soejima: Yes, it could be considered a stereotype. While 
doing research for character designs, | have discovered 
Many such categories or stereotypes. There are countless 
"cool" stereotypes, and they appeal to a wide range of 
people because, in a sense, they are stereotypes. Another 
example of a "cool" stereotype would be girls wearing 
headbands. 


important to first realize that there are such categories out 
there. But you can't just apply the raw stereotypes to your 
work; otherwise the end result will lack any freshness or 
originality, and it will bore your audience. 


purposes, but in most cases simply knowing the categories 
is not enough. | probably say the word "cool" very 
repetitively whenever I'm trying to talk about a fresh new 
take on a category. 


Soejima: It's important to think. You have to think about 
how to use the category, and how to bring it to life. You 
already know people who fit into the category (that's why it 
exists as a category, after all), so now it's up to you to figure 
out how to apply that knowledge. For example, people like 
glasses characters. But if you simply plop a character with 
glasses into a game, they'll just stay at a "normal" level. 
Soejima: Right. People who like glasses characters will like 
the character, but that's just way too common and wouldn't 
really be "cool". That's why, for a fresh twist, you might try 
something like putting a pair of glasses on every single 
character. 


Soejima: l'm glad. (laughs) In this way, | infused a new flavor 
into the pre-existing category of glasses characters, and the 
result can therefore be viewed as a "new idea". In 
marketing, they talk a lot about certain elements, and how 
they're familiar with this or that, but that this and that 
together is a whole new ball game. It's the same with 
character design. We knew glasses characters were cool and 
well-liked, but instead of just putting one in our game, we 
turned everyone into glasses characters! 


Soejima: Yes, but not just "P4". | also applied it to "P3". If 
you think about typography, you can find all kinds of 
interesting things just by browsing the web, You'll also find 
lots of stylish things. With regard to RPGs, so many new 
frontiers have been established, from fantasy to sci-fi and 
even modern day settings. They've all become common and 
familiar things, and yet it is not as common to find these 
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familiar with in ways that were different from what people 
might expect, | think we were able to produce something 
truly stylish. This is probably the main reason why many 
people anticipated these games so much, and could also be 
why they consider it to be a "cool" new category. 


Soejima: As a way to offer a sort of contrast or balance, we 
did decide to go for a "cheap chic" look with the design of 
the overall graphics for "P4". 


Soejima: The most cutting edge graphics tend to choose 
their own players. That is to say, some people are turned off 
by the intensity or unfamiliarity of new graphics engines, so 
opinions regarding any new graphics are always pretty 
divided. We wanted to keep the graphics at a level that 
remained at least somewhat familiar for most people, a 
level that they could readily understand or feel like they 
were comfortable with. Coincidentally, our Sound Composer, 
Meguro (Shoji Meguro, the composer for both "P3" and 
"P4"), said something similar about music. It was nice to 
know that he feels the same way about music as | do about 
design. We want our players to think the game is cool, of 
course, but we also want them to feel like they are part of 
the coolness. That's why we didn't aim for the lofty heights 
of modern technology, but rather kept ourselves at about 
half a step in front of everyone. 
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Soejima: The spinning flower on the interface is a good 
example, | think. Also the badges on Chie's jersey. | was 
careful not to make any of the characters' outfits too 
"perfect". Since "P3" was all about the hard-edged and cool 
vibe, | wanted "P4" to offer more of a friendly and casual 
atmosphere. 


Soejima: Well, when it comes to the characters, | actually 
thought | had designed them to be quite soft. | suppose it 
was the storyline of "P3" that really made it all seem much 
sharper and darker. 


3% ACCEPTED? REJECTED? 
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Soejima: Quite a few. The player feedback and reviews are 
the biggest things. As time goes by, | receive a lot of 
feedback about my work in "P4", and | tend to reflect back 
on my work through the opinions of others rather than 
simply sit around, asking myself what | think of it all. 


Soejima: Of course | do. Especially because | am both an 
artist and a designer. | think any kind of creator gives at 
least some thought, if not a lot, to user reviews. 


Can you think of any review 


any revi 


Soejima: It's not so much the details of the reviews and how 
they're worded that I'm interested in, but rather the bigger 
picture of whether my work was accepted or rejected. 
Design work is kind of like gambling, in my opinion. 


Soejima: Every time | design something or decide on a 
direction to take, that's something that will be judged in the 
end. For example, when designing the main character, I'll 
come up with a lot of ideas first before finally picking one to 
go with. | have no way of knowing if the idea | picked will 
be better or worse than the other ideas in the long run. It 
was also my idea to use yellow as the theme color, but | had 
no idea if the majority of players would find this choice 


appealing, It all involves risk and choices. 


Ele) 


ughtlessly, but in the 
end it does all feel like a big gamble. Earlier | said something 
about how good ideas are met with a lot of opposition, 
right? 


Soejima: Right, thank you. If | make the wrong call on 
something like that, then I'll know because the people 
opposed to the idea will end up outnumbering the people 
who like it. In such cases, I'll have to admit to a design 
failure on my part. On the other hand, constantly choosing 
something because it doesn't stir up any opposition is, in my 
opinion, quite pointless. It's like a form of surrender. 


Soejima: | guess you could call it avoiding risk, and although 
stuff created like that will tend to be comfortably liked by 


Soejima: If that is what is best or necessary, and you 
intentionally design something to be that kind of neutral, I'd 
say that's a valid choice. An example might be designing a 
bland character in order to guide the focus to another 
character. Personally, | like turning everything into a battle, 
whether it's the game's theme color or the color of Chie's 
jersey. Having said that, it's not like | went into every little 
detail trembling with anxiety about whether my next 
decision would be the one to bring the entire game down. 
(laughs) Anyway, that's why | am very interested in reviews 
that talk about specific parts of my work. 


Soejima: | make a lot of choices that | am uncertain about, 
so each review is potentially an important lesson to be 
learned. | am sincerely grateful to everyone who takes the 
time to offer their feedback. 


Soejima: To be honest, | don't think the public opinion about 
"P4" has settled yet. It makes me happy when | hear that 
players like "P4" more than "P3", but in some ways | feel 
like they're only saying that because they just got done 
playing "P4". There's no right or wrong when it comes to 
opinion, of course, but opinion does tend to be swayed by 
emotion or the circumstances of the moment. | imagine that 
a more objective opinion of "P4" will emerge later on down 
the line... possibly when "Ps" is released and "P4" has 
become a memory. This applies to myself as well, since I'm 
still busy drawing "P4" illustrations. "P4" is not over yet as 
far as I'm concerned, so it's all still very fresh to me and | like 
it very much, but that may be a biased opinion. | think | will 
be able to take a step back and really critique my work for 
myself once I'm done with everything related to "P4". 


3% MESSAGE TO FANS 
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4 The popular main 
character from "Persona 3" 
helped to solidify Soejima's 
"coolness" theory. 


Soejima: Oh dear... what should | say? ... "I am thou... thou | 
art ...".... | sound like a total Megami Tensei geek! 


A Chie's badges. These spots of bright colors sitting on 
Chie's green jersey definitely catch your attention. 
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